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User Experience - UX
It is the experience that people have when 
using something.
○ How something works
○ How we interact with something
User Centered Design Usability Testing
                              
Usability Metrics
User Experience
Personas
User Engagement User Research
User Experience
User Experience
User Experience - Shower
User Experience
iPod Classic
 
Consequences of Bad Design
User Experience Principles
Affordance
Keep Things Simple
Orientation
Make Actions Reversible 
Provide people with what they need
Be Clear
Affordance
Affordance
Affordance
Keep Things Simple
Keep Things Simple
Keep Things Simple
Orientation
Orientation
Orientation
Orientation - Signposts
Orientation
Orientation
Make Actions Reversible
Make Actions Reversible
Make Actions Reversible
Provide people with what they need
Provide people with what they need
Provide people with what they need
Provide people with what they need
Virtual/Web
● Access to resources
● Parking Information
● Hours
Physical Space
● Location of items
● Use of Space
Provide people with what they need
Virtual/Web
Physical Space
Physical Space
Be Clear
Be Clear
Be Clear
Improvements
Sunday: 12:00 pm - 12:00 am
Monday - Thursday: 8:30 am - 12:00 am
Friday: 8:30 am - 9:00 pm
Saturday: 12:00 pm - 8:00 pm
Be Clear
New York Public Library - Mid Manhattan Library
Hours
Sunday - Closed
Monday through Thursday - 8am to 11pm
Friday - 8am to 8pm
Saturday - 10am to 6pm
Google's Philosophy
Focus on the user and all else will follow.
It’s best to do one thing really, really well.
Fast is better than slow
Democracy on the web works
You don’t need to be at your desk to need an answer
You can make money without doing evil
There’s always more information out there
The need for information crosses all borders
You can be serious without a suit
Great just isn’t good enough
Windows User Experience Design 
Principles
Reduce concepts to increase confidence
Small things matter, good and bad
Be great at "look" and "do"
Solve distractions, not discoverability
UX before knobs and questions
Personalization, not customization
Value the life cycle of the experience
Time matters, so build for people on the go
What should a library experience be?
Positive
Allow people to locate information easily
As a Conversation Starter.....
Does your library have a set of UX principles?
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